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Attorney Docket No.: 5887-90U1 



TITLE OF THE INVENTION 
GAME MACHINE WITH AUTOMATED TOURNAMENT MODE 

CROSS-REFERENCE TO RELATED APPLICATIONS 
This application is a continuation-in-part of 
5 copending U.S. Application No. 08/717,152 filed September 
20, 1996, entitled "GAME MACHINE WITH AUTOMATED TOURNAMENT 
MODE," the entire disclosure of which is incorporated herein 
by reference . 

BACKGROUND OF THE INVENTION 

10 The present invention relates generally to an 

electronic game machine, and more particularly to a game 
machine adapted to conduct automated tournaments . 

Local entertainment facilities sometimes set up a 
tournament to be played on one or more game machines located 

15 in their facilities. The tournament may have a fixed prize 
pool, or may have a prize pool which is a function of the 
number of players in the tournament. After each player 
completes game play, an attendant records the player's 
score, or the player enters his or her name and score on a 

20 board located in the facility. At the completion of the 
tournament, the tournament winners are identified and 
winners collect their prizes. Tournaments which are 
conducted in this manner suffer from many disadvantages. 
For example, the entire process of recording names, tracking 

25 scores, identifying winners, and calculating the prize pool 
(when the prize pool is a function of the number of players) 
is performed manually and is thus subject to error. If 
attendants are not familiar with all tournament 
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participants, a mistake could be made when handing out the 
prizes. In a manually run tournament, the winner may have 
to be present at the conclusion of the tournament to avoid 
the necessity of maintaining records and making prize 
5 payouts at a later date. A manually run tournament 

typically must have a short time period to avoid taxing the 
personnel resources of the facility. In view of these 
problems, and others associated with manually run 
tournaments, entertainment facilities are very limited in 
10 the frequency, variety and extent of tournaments that they 
can conduct for their patrons. 

Video games that allow high scorers to enter their 
initials into a machine for public display during an Attract 
Mode or during game play are well-known. However, such 
15 games do not conduct prize -awarding tournaments. The 

display of high scorers merely provides a psychological 
reward for top scoring players because their initials remain 
on the display screen for others to see. 

Accordingly, there is a need for a tournament 
20 system and methods which would allow entertainment 

facilities to conduct tournaments on a more frequent basis 
and for varying durations of time, to conduct a variety of 
different types of tournaments at the same time, to conduct 
tournaments with a minimal amount of attendant or operator 
25 support, to conduct a tournament in a completely paperless 
manner, to track prize pools and prize payouts in a 
convenient and secure manner, and to allow tournaments to be 
conducted without the necessity of all of the players being 
present at the end of the tournament. The present invention 
30 fulfills these needs. 
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BRIEF SUMMARY OF THE INVENTION 
The present invention provides an automated 
tournament system for use with a game machine. The game 
machine includes a tournament mode for conducting automated 
tournaments. In the tournament mode, a plurality of 
tournament games are playable by a plurality of players on 
the game machine. Each of the plurality of tournament games 
generates a total player score upon completion of game play. 
The player scores are used to determine the tournament 
winners. One or more sequences of tournament games are 
preprogrammed from the plurality of tournament games, and a 
tournament period is programmed for each tournament game. 
The preprogrammed tournament game for each sequence is 
playable during the programmed tournament period for the 
respective sequence. A plurality of sequences of tournament 
games may be preprogrammed to run simultaneously. The 
tournament sequences may either continuously repeat or may 
end after the last tournament in the sequence is completed. 

BRIEF DESCRIPTION OF THE SEVERAL VIEWS OF THE DRAWINGS 
The foregoing summary, as well as the following 
detailed description of preferred embodiments of the 
invention, will be better understood when read in 
conjunction with the appended drawings. For the purpose of 
illustrating the invention, there are shown in the drawings 
embodiments which are presently preferred. It should be 
understood, however, that the invention is not limited to 
the precise arrangements and instrumentalities shown. In 
the drawings : 



Fig. 1 is a schematic block diagram of a preferred 
embodiment of a tournament system of the present invention; 

Fig. 2 is a Game Menu display screen for the 
tournament system of Fig. 1; 
5 Fig. 3 is an information display screen for a 

tournament game played by the tournament system of Fig. 1; 

Fig. 4 is a Leaders List display screen for the 
tournament system of Fig. 1; 

Fig. 5 is a Personal Identification Number (PIN) 
10 Entry display screen for the tournament system of Fig. 1; 

Fig. 6 is a Winners List display screen for the 
tournament system of Fig. 1; 

Fig. 7 is an Attendant display screen for the 
tournament system of Fig. 1; 
15 Fig. 8 is a Player Identity Verification display 

screen for the tournament system of Fig. 1; 

Fig. 9 is an Initial Setup display screen for a 
game machine used for the tournament system of Fig. 1; 

Fig. 10 is a Tournament Setup display screen for 
20 the tournament system of Fig. 1; 

Figs. 11 (a) -11(d) are four examples of 
programmable tournament sequences for a game machine; 

Fig. 12 is an Attendant Pin setup display screen 
for the tournament system of Fig. 1; 

2 5 Fig. 13 is a Tournament Setup display screen for 

an alternative embodiment of the tournament system of Figs. 
1-12 wherein a plurality of tournaments are simultaneously 
conducted; and 

Fig. 14 is a Winners List display screen for the 

3 0 tournament system of Fig. 13; 
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DETAILED DESCRIPTION OF THE INVENTION 
Certain terminology is used herein for convenience 
only and is not be taken as a limitation on the present 
invention. In the drawings, the same reference numerals are 
5 employed for designating the same elements throughout the 
several figures. 

The automated tournament system of the present 
invention may be used with any game machine having computer- 
related circuits attached thereto. In the preferred 
10 embodiment of the invention, the game machine is a stand- 
alone, coin-operated video game machine which is preloaded 
with a plurality of different video games, each of which are 
selectable for game play. The video game machine may allow 
for each of the video games to be played in either a regular 
15 ( non- tournament ) mode, or in a tournament mode. In the 

tournament mode, a percentage of the currency deposited into 
the machine to play a video game is preferably allocated to 
the tournament prize pool . 

OVERVIEW OF AUTOMATED TOURNAMENT SYSTEM 
2 0 An overview of the tournament system, implemented 

in the environment of a stand-alone, coin-operated video 

game machine, is now described. 

A game machine operator, or the proprietor of the 

facility where the video game machine is located, enters a 
25 game setup mode and performs at least the following 

functions : 
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1. A selected number of pre-loaded video games 
are designated as games which can be played in the 
tournament mode ; 

2. A portion of each tournament game price is 
5 programmed to be allocated to the prize pool. An initial 

seed amount may also be set; 

3. The number of potential winners and their 
respective percentages of the prize pool are designated 
(e.g, three winners per game: first place winner gets 50%, 

10 second place winner gets 30%, third place winner gets 20%) ; 

4. A tournament duration (start and stop date and 
time) is designated; 

5. Cost for each tournament game is set; and 

6. A personal identification number (PIN) of 

15 alphanumeric characters is assigned to each attendant at the 
facility who is authorized to validate and award prizes. 
Next, the setup mode is exited and the video game machine 
becomes ready for game play. 

One player at a time inserts currency into the 

20 video game machine, selects a tournament game, and plays the 
game. A score is generated for each game. At the end of 
game play, a total player score is achieved. If the game 
has plural rounds, the total player score is the cumulative 
total of all the rounds. 

25 The video game machine includes a Leaders List of 

the players with the highest total player scores during the 
tournament duration. If the tournament ultimately awards 
prizes for the three top scores, the Leaders List has three 
names and scores thereon for each game. If the tournament 



ultimately awards prizes for the five top scores, the 
Leaders List has five names and scores thereon for each 
game, and so on. The Leaders List constantly changes 
throughout the tournament duration to reflect the latest 
high scoring players. If a current player has achieved a 
sufficiently high score to be placed on the Leaders List, 
the current player is prompted to enter his or her name. 
The current player is then prompted to enter a personal 
identification number (PIN) , such as a four digit number of 
alphanumeric characters. The PINs of each player on the 
Leaders List are stored in the video game. At the end of a 
tournament, the current players on the Leaders List are the 
tournament winners and split the prize pool in the 
predetermined manner. The players on the Leaders List are 
transferred to a Winners List. The Winners List includes 
all of the winning players from all tournaments that were 
recently concluded. A sample Winners List may include 
twelve names, as follows: 

1. Six winners from a tournament held from June 1, 
1996 to July 1, 1996, consisting of three winners from 
tournament video game 1 and three winners from tournament 
video game 2 , and 

2 . Six winners from a tournament held from July 
2, 1996 to August 2, 1996, consisting of three winners from 
tournament video game 1 and three winners from tournament 
video game 2 . 

The Winners List is displayed on the screen of the video 
game machine during an Attract Mode, or in response to 
pressing an appropriate button on the machine. 



A player who made it onto the Leaders List during 
tournament duration will likely return to the video game 
machine after the tournament is over to see if he or she 
made it onto the Winners List, and is thus eligible to claim 
5 a prize. If a player notices his or her name on the Winners 
List, the player selects his or her name from the display 
screen, and is prompted to call an attendant. The attendant 
enters his or her preassigned PIN. If the attendant PIN is 
valid, the video game machine prompts the player to reenter 

10 the same PIN that the player originally entered when he or 
she was placed on the Leaders List. If the originally 
entered PIN matches the newly entered PIN, the video game 
machine verifies the player's identity and indicates that 
the player may be awarded the prize. The video game machine 

15 records the fact that the prize for that player has been 

awarded so that it cannot be awarded twice . The video game 
machine also records the PIN of the attendant. The 
attendant then physically awards the prize, or directs 
someone else in the facility to do so. Unclaimed prizes 

2 0 remain on the Winners List until claimed, or until cleared 
by the facility. 



DETAILED DESCRIPTION OF AUTOMATED TOURNAMENT SYSTEM 

Fig. 1 shows a schematic block diagram of a 
preferred embodiment of the present invention, referred to 
25 generally as tournament system 10, implemented in the 
environment of a stand-alone, coin-operated video game 
machine. The elements of the system 10 within the dashed 
lines comprise conventional components of a video game 
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machine 12, and are thus not described in detail. The video 
game machine 12 includes a processor 14, a game memory 16, a 
display 18, and a coin drop 20. The game memory 16 includes 
a plurality of different individually selectable games 1 to 
5 n. The remaining elements in Fig. 1 are appended to the 
conventional components of a video game machine 12 . While 
they are depicted in Fig. 1 as being separately located 
elements, they are preferably incorporated into the 
processing and memory elements of the video game machine 12 . 

10 As noted above, each of the video games may be played in 
either a regular, non- tournament mode, or in a tournament 
mode. Games played in a tournament mode preferably cost 
more to play than the same game played in the non- tournament 
mode. The cost differential, or premium, may be used to 

15 build up the prize pool. The following description of Fig. 
1 presumes that the tournament mode of a game is selected. 

During the setup mode, the tournament duration for 
each tournament game is set and stored in the tournament 
duration selector/memory 22. Specifically, start and stop 

20 dates and times are selected. The tournament duration may 
be as short as a few hours, or may be very long, such as a 
month. The processor 14 is programmed to allocate a 
percentage of the coin drop 20 to a prize pool 24 during the 
duration of the tournament . Once all of the setup 

25 parameters are entered, the video game machine 12 is placed 
in a game play mode or normal operating mode. The setup 
mode is described in more detail below, with respect to 
Figs. 9-12. 



-9- 



In the game play mode or normal operating mode, 
the display 18 shows an Attract Mode until a potential 
player selects a Game Menu or other type of menu. If the 
potential player selects a Game Menu, one or more successive 
5 display screens allow the potential player to view the 
current tournament leaders, the current prize pool, the 
tournament ending time/date, a list of winners of completed 
tournaments, and a selection of tournament games currently 
available for game play. A sample Game Menu is shown in 

10 Fig. 2. Upon making a game selection, the display 18 

provides general information and game rules to the potential 
player about the selected game. Fig. 3 shows a sample 
information screen for a tournament game of SOLITAIRE. If 
the player wishes to play the game, the player deposits the 

15 appropriate currency into the coin drop 20 and plays the 
game in the normal manner. 

After a player completes a round of game play, the 
processor 14 outputs a total player score. The total player 
score is received by a comparator 26. The comparator 26 

2 0 compares the current player's score with the scores of 

previous tournament players stored in memory 28. Memory 28 
tracks score data for potential tournament winners for each 
of the tournament games which can be played by the video 
game machine 12. Specifically, the memory 28 includes 

25 player names and their respective scores and PINs for 

previous players who achieved sufficiently high scores to be 
placed on the Leaders List. For example, if the particular 
tournament game was preprogrammed to have three winners 
(e.g., first, second and third place), the memory 28 stores 



three names and their respective scores and PINs. If the 
current player's score is less than the lowest score in the 
memory 28, the comparator 26 returns a signal to the 
processor 14 to return the display 18 to an Attract Mode, or 
the like. If the current player's score is greater than the 
lowest score in the memory, the comparator 26 returns a 
signal to the processor 14 to cause the display 18 to 
present a Leaders List screen, as shown in Fig. 4. The 
Leaders List informs the current player of the names and 
scores of the current top players. The current player is 
prompted to enter his or her name into the video game 
machine 14 using a data input device 30. The data input 
device 30 may be an alphanumeric keypad (not shown) 
associated with video game machine 12, a touchscreen panel 
of the display 18 showing alphabetic characters, or another 
suitable device. After the player enters his or her name, 
the player is presented with a PIN Entry Screen and is 
prompted to enter a PIN using the data input device 30, as 
shown in Fig. 5. In Fig. 5, the data input device 30 is the 
touchscreen panel of the display 18. After the player 
enters the PIN, the player is prompted to reenter the PIN to 
confirm the number. The PIN is used by the system to verify 
a player's identity when a winner claims a prize at the 
conclusion of the tournament. After the current player has 
completed the name and PIN entry process, the player with 
the lowest score in the memory 28 is deleted, and the 
current player's name, score and PIN are added to the memory 
28. The current data in the memory 28 is used to generate 
the Leaders List . 



When a tournament begins, the comparator 26 may 
optionally be programmed to enter names and scores in the 
memory 28 only if the new scores are greater than a 
predetermined value. The predetermined value is a score 
5 which is high enough to be a potentially winning score based 
on past experience with the game. If the comparator is not 
programmed with this feature, the first three players in the 
tournament would automatically be placed on the Leaders List 
(in a tournament with three winners) , even if they are 

10 virtually certain to be eliminated from the Leaders List by 
subsequent players. Players 4, 5, 6,..., etc..., who play 
early in the tournament and who achieve relatively low 
scores could also end up on the Leaders List even though 
they too have no reasonable chance of winning. To avoid 

15 providing false hopes to early players and to reduce the 
time that a machine is tied up needlessly registering 
players on a Leaders List, the comparator 26 may be set to 
the predetermined value for entering new names at the 
beginning of a tournament. Once the memory 28 is filled by 

20 players who exceed the predetermined value, all subsequent 
scores are compared only to those already in the memory 28 
(as described above) to determine if the current player 
should replace a player already in the memory 28. 

At the conclusion of the tournament, as determined 

25 by the tournament duration selector/memory 22, win selector 
32 selects one or more tournament winners from the scores 
stored in the memory 28. If the number of memory locations 
in the memory 28 is the same as the number of potential 
winners (as will typically be the case) , all of the names in 
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the memory 28 become winners. The win selector 32 assigns 
tournament prizes to the winners using the amounts in the 
prize pool 24 and the percentage values to be assigned to 
each place. For example, if the prize pool has built up to 
5 $100, and the percentage breakdowns are first place = 50%, 
second place = 30%, and third place = 20%, the player with 
the highest score wins $50, the player with the next highest 
score wins $3 0 and the remaining player wins $20. If the 
prize pool is calculated in non-monetary amounts, a similar 

10 proportional calculation is performed on the non-monetary 
units in the prize pool . The names of the winning players 
are stored in a winner memory 34, along with the name of the 
tournament, the players' respective scores, PINs and winning 
amounts, and an indication of whether the prize was claimed. 

15 The locations in the memory 28 associated with the 

tournament that just ended is cleared and may be used for 
the next tournament . 

The winner memory 34 is used to generate a Winners 
List display for viewing on the display 18 whenever the 

20 video game machine 12 is in the Attract Mode, or in response 
to pressing an appropriate button on the machine 12. A 
sample Winners List display is shown in Fig. 6. The Winners 
List may include all of the winners of recently completed 
tournaments, or may include only the winners for a 

25 particular tournament. Repeatedly touching the "Up Arrow" 
button will display the prize list for each game that has a 
prize or prizes to be awarded. 

At the completion of a tournament, players who 
made it onto the Leaders List will likely return to the 



video game machine 12 to see if he or she made it onto the 
Winners List, and is thus eligible to claim a prize. If a 
player notices his or her name on the Winners List of Fig. 
6, the player selects his or her name from the display 18, 
and the Winners List display screen is replaced by an 
Attendant display screen, shown in Fig. 7. The Attendant 
display screen prompts the player to call an attendant to 
collect the prize. The attendant enters a preassigned PIN 
into the video game machine 12 by using the touchscreen 
panel of the display 18, or other suitable input device. An 
attendant identity verifier 36 compares the entered PIN to a 
listing of preassigned PINs. If the attendant PIN is valid, 
the Attendant display screen is replaced by a Player 
Identity Verification display screen, shown in Fig. 8. The 
player is prompted to enter the PIN that he or she used when 
originally placed on the Leaders List by using the 
touchscreen panel of the display 18, or other suitable input 
device. As the PIN is entered, each key entry will change 
the "?" to an "*". After the last digit of the PIN is 
entered, a player identity verifier 38 compares the newly 
entered PIN to the originally entered PIN. If the numbers 
match, the player is awarded the prize. To confirm the 
award, the display 18 may flash a message such as 
"CONGRATULATIONS WINNER". Players get three chances to 
enter the correct PIN, or the machine will void the award 
sequence and return to normal operation. As an optional 
step, the attendant or player may be required to press a 
"PRIZE AWARDED" button to confirm that the prize awarding 
sequence is properly completed. Upon completion of the 
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prize awarding sequence, the winner memory 34 is updated to 
reflect that the prize was awarded for that player. Also, 
an entry is made in an attendant audit trail 40 indicating 
the attendant who verified and authorized the awarding of a 
5 prize for each player who claimed a prize. The audit trail 
40 may be used to follow up on any problems that arise 
regarding payment of prizes. The display 18 then returns to 
a normal operating mode, such as an Attract Mode. As 
discussed above, the attendant physically awards the prize, 
10 or directs someone else in the facility to do so. Unclaimed 
prizes remain in the winner memory 34 (and thus on the 
Winners List) until claimed, or until such entries are 
cleared from the winner memory 34 by the facility or game 
operator . 

15 GAME SETUP MODE 

Figs. 9-12 show sample display screens for setting 
up tournaments and parameters of tournaments. Fig. 9 shows 
an Initial Setup display screen. Fig. 10 shows a Tournament 
Setup display screen. Figs. 11 (a) -11(d) shows four examples 

2 0 of programmable tournament sequences. Fig. 12 shows an 

Attendant Pin setup display screen. A touchscreen panel of 
the display 18 is used for inputting selections associated 
with the setup display screens of Figs. 9-12. 

To enter the Initial Setup display screen of Fig. 

25 9, a button is pressed behind the cashbox of the video game 
machine 18, or in some other hidden location. 
Alternatively, the setup screen may be accessed by entering 
a secret alphanumeric code into the machine 18 . 



The Initial Setup display screen allows access to 
the following functions: 



Coin-in Menu: Enters the coin/credit setup screen 
Game Menu: Enters the game menu selection screen 
Display Books: Enters the bookkeeping statistics screen 
Test Screen: Enters the touchscreen calibration test 



Clear Hi-Scores: Clears all game hi-scores (not tournament hi-scores) 

Free Credit: Adds credit without using coin switch. Free credits are listed 
separately in the books screen, and not registered on the meter 

Clear Credit: All credits in the machine are erased 



Exit Setup: Return to the attract mode or game menu 
Clear Prizes: Clears all names from the Winners List 



End Tournament: Immediately ends the current tournament and begins the next 
Set Time: Allows the operator to set the time and date 
Tournament Setup: Enters the tournament setup screen 



An example of a coin/credit setup screen is provided in 
allowed U.S. Application No. 08/516,809, filed August 18, 
1995, entitled "System for Creating Menu Choices of Video 
Games on a Display" . 

If the Tournament Setup button is pressed on the 
Initial Setup display screen, the Tournament Setup display 
screen of Fig. 10 appears. 

The Tournament Setup display screen allows access 
to the following functions: 



Current, Next, Next + 1... Active Tournament Sequence. These list the 

"Current" tournament (Tournament 1), "Next" 
tournament (Tournament 2), "Next+l" tournament 
(Tournament 3), "Next+2" tournament (Tournament 
4) and "Next+3" tournament (Tournament 5). The 
current tournament is locked in once credits have been 
played. 

Solitaire, Run 21, 11-UP Eligible Tournament Games. Touch one of the games 
Royal Flash & Tri Towers ^^^^^ ^^^^ ^^^^^^^ ^^^^^ ^^^^+1^ 

Next+2 or Next+3 box to enter the game mto the 
desired Active Tournament position. 



Repeat When enabled, the programmed tournaments will 

repeat in sequence. To enable, touch REPEAT after 
entering all five tournament games; if entering fewer 
than five tournaments, touch REPEAT, then touch the 
desired Active Tournament box to repeat the preceding 
sequence. See Figs. 11(a) and 11(b) examples. 



End When enabled, the tournament sequence ends after the 

last tournament. To enable, touch END; if entering 
fewer than five tournaments, touch END and then 
touch the next vacant Active Tournament box (where 
the preceding tournaments will end). See Figs. 11(c) 
and 11(d) for examples. 



Change Time/Date To set the ending date/time, touch the month, day, 

year or time field and touch the arrows under "TIME" 
to move the month, day, year or time up or down. 
The time can be set in one half hour increments. The 
tournament ending time/date can be changed at any 
time, but carmot be changed to a time/date previous to 
the current time/date. 



Tournament Duration Sets the duration time for all tournaments. Toggles 

from 3 hours to 1, 2, 3, 4, 5 and 6 days, and 1, 2, 3 
and 4 weeks. 



Set Attendant Calls up the ATTENDANT PIN SETUP screen. Up 

to four, 5-digit attendant PINs can be programmed into 
the game. An attendant must enter a "PIN number" 
for any prizes to be awarded. See Fig. 12. 

Prize Mode Can be set to "POINTS" or "CASH" , depending on 

the type of tournament. If set to "POINTS", the points 
are equal to 100 times the number of credits played. If 
set to "CASH" see "Prize Pool" below. Prize mode 
becomes locked, for the current tournament, once 
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credits have been played. You can, however, change 
the settings for an upcoming tournament. 



Prize Pool 



10 



Prize Pool sets the percentage of the tournament's total 
coin drop to be used for the tournament prizes. If set 
to "Points" mode, the percentage will toggle from 25% 
to 100% in 5% increments. If it is set to "Cash" 
mode, the percentage will toggle from 25% to 75% in 
5% increments. Default value is 50%. Some states 
prohibit the operation of monetary tournament. In 
these states "Prize Pool" must be set to "Points" mode. 



Start At 



15 



Allows the operator to start a tournament with 
money /points already in the Prize Pool. The pool will 
increase as players deposit coins. The possible "Start 
At" cash values are $0, $5, $10, $15, $20, $25, $30, 
$35, $40, $45, $50, $60, $70, $80, $90 and $100. 
(Multiply by 400 for Start At point values.) 



Status 



20 



25 



To be set after completing the tournament setup. 
Status can be toggled to "RUNNING," "DELAYED" 
or "STOPPED" by touching any part of the stams 
"traffic light." If set to "RUNNING" the current 
tournament will start upon returning to the Game Menu 
Screen. If set to "DELAYED" the current tournament 
will start at the progranmied time and date. When set 
to "RUNNING" or "DELAYED" the tournament 
settings (i.e.. Prize Mode, Prize Pool and Start At 
fields) are LOCKED for the current tournament. Also, 
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once credits are played the word "LOCKED" appears 
and the "Prize Mode," "Prize Pool" and "Start At" 
fields are locked for the current tournament. When the 
status is "locked," any changes to these fields will 
affect the next toumament(s) only. Tournament 
duration is adjustable at any time. 



tournament games. Touching this field will toggle the 
credits (from 4 to 20 in steps of 2) needed to play a 
given tournament. The credit field will display 
"dollars" instead of credits, depending on the setting of 
DIP switches associated with the game machine. 



Credit Fields 



The credit fields are located next to the eligible 



Exit 



Returns you to the Initial Semp Screen. 



An example of recommended default prices for the 
Credit Fields of the tournament games shown in Fig. 10 is as 



follows : 



Solitaire tournament game: 



3 rounds for 8 credits ($2.00) 

(standard game: 1 round for 1 credit) 



Run 21 tournament game: 



5 rounds for 8 credits ($2.00) 

(standard game: 3 rounds for 1 credit) 



Royal Flash tournament game: 



4 rounds for 8 credits ($2.00) 

(standard game: 2 rounds for 1 credit) 
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Tri-Towers touraament game: 4 rounds for 8 credits ($2.00) 

(standard game: 2 rounds for 1 credit) 

11-UP tournament game: 4 rounds for 8 credits ($2.00) 

(standard game: 2 rounds for 1 credit) 

5 As noted above, a tournament game is played in the same 
manner as a standard ( non- tournament ) game. However, a 
tournament game consists of an extended version of the 
standard game. For example, the standard Solitaire game may- 
have only one round and may cost one credits, while the 

10 tournament game offers three rounds for eight credits. 

Figs. 11 (a) -11(d) show examples of four different 
programmable tournament sequences for a video game machine 
12 that has a plurality of games in its game memory 16. In 
the example shown in the figures, a series of five 

15 consecutive tournaments can be set at one time and may be 
set to repeat in sequence. Any or all of the five 
tournament games may be used in the sequence. If the video 
game 12 is dedicated to playing only a single game, the 
tournament sequence will be set to either continuously run 

20 the tournament using the single game, or to run the 
tournament for only a discrete number of times. 

Fig. 12 shows the Attendant Pin setup display 
screen which appears when "Set Attendant" is selected on the 
display screen of Fig. 11. The number located to the right 

25 of the PIN records the number of times the PIN was entered 
since the last time CURRENT BOOKS was cleared. To enter an 
Attendant PIN, touch the PIN field that you want to use, to 
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make it active. Next, enter the desired PIN using the 
keypad. Pressing "CANCEL" will reset the PIN to "XXXXX" or 
will delete the PIN in the active field. All 5 digits must 
be entered. 

DETAILS OF BOOKKEEPING STATISTICS 

As discussed above, a bookkeeping statistics 
screen is entered by selecting "DISPLAY BOOKS" from the 
Initial Setup display screen. The bookkeeping statistics 
screen allows access to CURRENT BOOKS and LIFETIME BOOKS. 
CURRENT BOOKS tracks the following tournament statistics: 

Tournament Play: Records the total number of credits played in the 

Tournament Mode (since the last time CURRENT BOOKS 
was cleared) 

Unclaimed Prizes: Records the total amount of credits in unclaimed prizes 

Claimed Prizes: Records the total number of credits awarded in tournament 
prizes (since the last time CURRENT BOOKS was cleared) 

Lifetime Books tracks the following tournament statistics: 

Tournament Play: Records the total number of credits played in the 

Tournament Mode (since the last time LIFETIME BOOKS 
was cleared) 

Paid Without Pin: Records the total number of prizes awarded without a 
player PIN number (see variation 2 below) 



Clearing the CURRENT BOOKS screen will clear all names from 
the Winners List who have been awarded prizes. 

Other variations of the present invention, without 
limitation, are listed below. 

(1) The tournament system may be implemented 
without requiring an attendant to verify a winner. After a 
player selects his or name from a Winners List, the 
Attendant Screen is skipped and the Player Identity 
Verification Screen appears automatically. If the player 
successfully verifies his or her identity, the video game 
machine 12 either prints out a check or a piece of paper 
which can be brought to someone for payment, outputs a 
signal for transferring funds automatically to a player's 
account or to a player card inserted into the machine 12, or 
outputs cash like a slot machine. 

(2) If a player has forgotten his or her PIN, the 
tournament system 10 may include the ability to bypass the 
Player Identity Verification Screen. The attendant must 
successfully verify himself or herself before this screen is 
bypassed. After attendant verification is completed, the 
attendant takes other measures to verify the identity of the 
player, such as by checking a driver's license or by 
verifying identity through another person. Next, the 
attendant pushes a special button, such as a physical hidden 
setup button located behind the machine 12. In response, 
the "CONGRATULATIONS WINNER" message appears on the display 
18 and the prize awarding process continues as described 
above . 



(3) A plurality of stand-alone video game 
machines 12 may be linked in a networked manner to increase 
the potential pool of tournament participants. 

(4) The prize pool may be preset fixed amount set 
5 by the game operator or proprietor of the facility, as 

opposed to being a percentage of the coin drop added to a 
seed amount. The prize pool may be merchandise, instead of 
cash . 

(5) In the embodiment of the invention described 
10 above, only one tournament game can be played during each 

tournament period. Alternatively, the system may be 
programmed to allow a plurality of different tournament 
games to be played during each tournament period. 

(6) In some games, the lower the score, the 
15 better the player has performed. Accordingly, the term 

"high scorer", "highest total player score", "high scoring 
player", and a "sufficiently high score" is defined herein 
to mean the "best" score. Thus, in a game wherein the goal 
is to achieve the lowest score, a "high scorer" as defined 
20 herein is a player who achieves a sufficiently low score 
compared to other players . 

(7) Player names may be substituted by other 
forms of player identities. Since the player identification 
number functions to verify player identity, the player need 

25 not enter his or her real name into the Leaders List. 

(8) In the preferred embodiment of the invention, 
a player who achieves a sufficiently high score to be posted 
on the Leaders List enters his or her name and PIN directly 
into the video game machine 12. However, to conduct a 



tournament, it is only necessary that the player enter some 
form of "player identification information" into the machine 
12. The player identification information may be a name 
and/or a PIN, or the like. It is not necessary to enter 
5 both a name and a PIN. If a player subsequently sees his or 
her name or PIN on the Winners List, player identity 
verification can occur manually, instead of through machine 
12. For example, a player can approach an attendant and 
present proof of identity to claim a prize. Alternatively, 

10 a player can register with a tournament by providing a 
secret PIN and can verify identity by informing the 
attendant of the PIN when claiming a prize. 

(9) Instead of prompting a player to enter a name 
and PIN upon a determination that the current player is a 

15 high scorer, the video game machine 12 may be programmed to 
prompt a player to enter his or her name and PIN before the 
game begins and to temporarily store the information. If a 
player's total score is sufficiently high to place the 
player on the Leaders List, the name and PIN is then 

20 automatically stored in the memory 28. Otherwise, the 
information is erased. 

Fig. 13 shows a Tournament Setup display screen 42 
for use in an alternative embodiment of the present 
invention. In this embodiment, a plurality of tournament 

25 sequences are programmed into the game machine. The screen 
42 in Fig. 13 allows the operator to run up to four 
simultaneous tournament sequences. The sequences are 
simultaneously implemented. Thus, a plurality of 
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tournaments may be selectable at any given time, depending 
upon the start and end times of the respective tournaments. 

Consider the following example wherein two 
tournament sequences of three tournament games are 
5 programmed, and each tournament starts and ends at the same 
time . 



TIME PERIOD 
CURRENT NEXT NEXT+1 

SEQUENCE 1: Game Game 2^ Game 3^ 

10 SEQUENCE 2: Game I2 Game 22 Game 32 



In this example, the tournament player may choose to play 
either Game li or Game I2 in the current time period. Game 2^ 
or Game 22 in the next time period, and Game 3i or Game 32 in 
the next+1 time period, thereby enhancing the tournament 

15 game options available to the player. Separate prize pools, 
Leaders Lists and Winners Lists are kept for each of the six 
tournaments. Thus, the implementation of each of tournament 
in the plural sequence embodiment is the same as described 
in the embodiment of Figs. 1-12. Plural Leaders Lists and 

20 Winners Lists for each tournament may be simultaneously 

displayed for each independent sequence, or the respective 
display screens may include scroll or selection inputs to 
allow the player to access the lists for the tournament of 
interest. If two tournaments for the same game were 

25 programmed in either the same or different sequences, the 
Leaders List and Winners List displays the respective 
tournament period for each game . 



Fig. 14 is a sample Winners List display screen 
for a tournament system of Fig. 13 which can be programmed 
to play four games, SOLITAIRE, RUN 21, ROYAL FLUSH and TRI- 
TOWERS. The display screen appears automatically during an 
5 Attract Mode, or in response to pressing an appropriate 

button on the machine, either before, during or after game 
play. The display screen is organized by game. The 
previous winners of each tournament in each of the sequences 
are consolidated and listed for the respective games. Once 

10 the free spaces on the display are exhausted, the names of 
the newest tournament winners replace the oldest names 
and/or the names of players who already claimed their prize. 

Each tournament can be completely programmed, 
including the end time, duration and tournament prize pool, 

15 thereby providing the flexibility for a variety of 

promotional tournaments. Thus, the tournaments do not 
necessarily have matching time periods, such as in the 
example above. Each tournament can be further programmed to 
be a single, repeating tournament game (e.g.. Game l^, Game 

20 2i and Game 3^ may be the same game, in the example above) 
or a sequence of different games, which change for each 
tournament period. 

If the Tournament Setup button is pressed on the 
Initial Setup display screen, the Tournament Setup display 

25 screen of Fig. 10 appears. 

The Tournament Setup display screen 42 allows 
access to the following functions in a touch screen data 
entry format : 
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Tournament Sequence (44) Enter a programmed sequence of up to 5 

tournament games. Touch a "Tournament 
Sequence #" to program the desired tournament 
sequence (each tournament sequence is 
programmed independently). 



Tournament Game Sequence (46) Touch a game field to select a game from the pull- 
down menu. Select REPEAT to have the 
programmed games repeat their sequence; select 
END to have the tournament games end after the 
programmed sequence. It is not necessary to fill 
in all of the game slots (i.e., CURRENT, NEXT, 
NEXT + 1 , etc.). For example, if it is desired to 
continuously repeat SOLITAIRE, then 
SOLITAIRE is placed in the CURRENT game 
slot, and REPEAT is selected. The REPEAT 
symbol will appear in the NEXT game slot. Any 
games entered mto NEXT + l, NEXT +2 or 
NEXT +3 game slots will not be played. To repeat 
two game sequences, the operator fills in 
CURRENT and NEXT game slots, and selects 
REPEAT. In this example, the REPEAT symbol 
will appear in the NEXT + l game slot. 

Tournament Cost Fields (48) Touch an individual game to change the 

tournament game cost. Use the up and down 
arrows to view all available tournament games. 
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status Light (50) This is the last step for programming a tournament 

sequence. Status can be toggled to 
"RUNNING, "DELAYED" or "STOPPED" by 
touching any part of the status "traffic light. " 
"RUNNING" means the current tournament will 
start upon returning to the Game Menu Screen: 
"DELAYED" means the current tournament will 
start at the programmed time and date. When set 
to "RUNNING" or "DELAYED" the tournament 
settings are LOCKED for the current tournament. 
When the stattis is "LOCKED" any changes to 
these fields will effect the next toumament(s) only. 



Tournament Duration (52) 



Sets duration for tournament games in the 
displayed Tournament Sequence. 



Prize Mode (54) 



Sets to POINTS or CASH, depending on 
tournament type. 



Prize Pool (56) 



Sets the percentage of the tournament's total coin 
drop to be used for tournament prizes. 



Prize Pool Starts At (58) 



Allows the operator to start the tournament with 
cash/points already in the Prize Pool. The pool 
increases as players deposit coins. 



Exit (60) 



Exits to the Setup Screen. 



Operator Set PIN (62) 



Displays the Set Attendant PIN keypad. The 
operator can set up to four PINs to be used by 
attendants for awarding prizes. 



End Current Game (64) 



Ends the current tournament game. 



5 Time and Date Fields (66) 



Touch the field you want to change and adjust the 
value using the UP and DOWN arrows. 



The display screen 42 thus functions as the means 
for preprogramming the sequence (s) of tournament games and 
tournament periods. The software for implementing the 

10 programmed functions would be well understood by an artisan, 
and thus is not described in further detail herein. 

It will be appreciated by those skilled in the art 
that changes could be made to the embodiments described 
above without departing from the broad inventive concept 

15 thereof. It is understood, therefore, that this invention 
is not limited to the particular embodiments disclosed, but 
it is intended to cover modifications within the spirit and 
scope of the present invention as defined by the appended 
claims . 

We claim: 
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CLAIMS 



1 . An automated tournament system for use with a game 
machine, the game machine implementing the system when placed in 
a tournament mode, the system comprising: 

(a) a plurality of tournament games playable by a 
plurality of players on the game machine, each of the plurality 
of tournament games generating a total player score upon 
completion of game play, the player scores being used to 
determine the tournament winners; 

(b) means for preprogramming at least one sequence of 
tournament games from the plurality of tournament games; and 

(c) means for programming a tournament period for each 
tournament game, the preprogrammed tournament game for each 
sequence being playable during the programmed tournament period 
for the respective sequence. 

2 . A system according to claim 1 wherein a plurality 
of sequences of tournament games are preprogrammed to run 
simultaneously . 

3. A system according to claim 1 further comprising: 

(d) means for preprogramming the at least one sequence 
to either continuously repeat or to end after the last tournament 
in the sequence is completed. 

4 . A system according to claim 1 further comprising a 
non- tournament mode, at least some of the plurality of tournament 
games being playable in the non- tournament mode. 
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5. A method of conducting automated tournaments in a 
game machine, the game machine implementing the tournaments when 
placed in a tournament mode, the game machine including a 
plurality of tournament games playable by a plurality of players 
on the game machine, each of the plurality of tournament games 
generating a total player score upon completion of game play, the 
player scores being used to determine the tournament winners, the 
method comprising: 

(a) preprogramming at least one sequence of tournament 
games from the plurality of tournament games; and 

(b) programming a tournament period for each 
tournament game, the preprogrammed tournament game for each 
sequence being playable during the programmed tournament period 
for the respective sequence. 

6. A method according to claim 5 wherein step (a) 
includes preprogramming a plurality of sequences of tournament 
games to run simultaneously. 

7. A method according to claim 5 further comprising: 

(c) preprogramming the at least one sequence to either 
continuously repeat or to end after the last tournament in the 
sequence is completed. 
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ABSTRACT OF THE DISCLOSURE 



A game machine includes a tournament mode for 
conducting automated tournaments. In the tournament mode, a 
plurality of tournament games are playable by a plurality of 
5 players on the game machine. Each of the plurality of 
tournament games generates a total player score upon 
completion of game play. The player scores are used to 
determine the tournament winners . One or more sequences of 
tournament games are preprogrammed from the plurality of 

10 tournament games, and a tournament period is programmed for 
each tournament game . The preprogrammed tournament game for 
each sequence is playable during the programmed tournament 
period for the respective sequence. A plurality of 
sequences of tournament games may be preprogrammed to run 

15 simultaneously. The tournament sequences may either 

continuously repeat or may end after the last tournament in 
the sequence is completed. 
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GAME MENU 



SELECTION OF 
TOURNAMENT 
GAMES CURRENTLY 
AVAILABLE 
FOR GAME PLAY 



SELECTION OF 
STANDARD GAMES 
CURRENTLY 
AVAILABLE 
FOR GAME PLAY 



CURRENT 

TOURNAMENT 

LEADERS 



THE CURRENT 
PRIZE POOL 



TOURNAMENT 
ENDING TIME/DATE 



LIST OF WINNERS 
OF COMPLETED 
TOURNAMENTS 



Fig. 2 
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Fig. 11(a) 

Example 1: REPEAT MODE 



CURRENT 



NEXT 



NEXT + 1 



NEXT * 2 NEXT * 3 



SOLITAIRE 



RUN 21 



ROYAL FLASH 



11-UP 



This sequence Will run SOLITAIRE, RUN 21. ROYAL FLASH, 11-UP, SOLITAIRE. RUN 21, ETC 

Fig. 11(b) 

Example 2: REPEAT MODE 



CURRENT 


NEXT 


NEXT + 1 


NEXT * 2 


NEXT * 3 




SOLITAIRE 




RUN 21 




ROYAL FLASH 




11-UP 




TRI-TOWERS| ► 


^ ! 



This sequence will run SOLITAIRE, RUN 21, ROYAL FLASH, 11-UP, TRI-TOWERS, SOLITAIRE, ETC 

Fig. 11(c) 

Example 3: END MODE 



CURRENT 



NEXT 



NEXT ■/■ 1 



NEXT + 2 NEXT + 3 



SOLITAIRE 



ROYAL FLASH 



11-UP 



TRI-TOWERS 



This sequence Will run SOLITAIRE and tnon END 



Fig. 11(d) 

Example 4: END MODE 



CURRENT 



NEXT 



NEXT+ 1 



NEXT -I- 2 NEXT +3 



SOLITAIRE 



RUN 21 



ROYAL FLASH 



-11-UP TRI-TOWERS 



CD 



This sequence wili run SOLITAIRE, RUN 21, ROYAL FLASH, 11-UP, TRI-TOV«/ERS and then END. 
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